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T E AC H I N G  E C O N O M I C  R I S K  M A N AG E M E N T  T H R O U G H  A  V I D E O  G A M E  C O N C E P T
S A M A N T H A  M O N T E L L A
E N V I RO N M E N TA L  A N D  N AT U R A L  R E S O U R C E  E C O N O M I C S  
Introduction
Many video games imply economic behavior, 
making decisions within a game highlights the 
fundamentals of human action.
The basic idea is that virtual worlds, like the 
real world, present us with a series of 
choices. Games impose digital scarcity, 
obliging players to weigh the benefits of 
different courses of action, make tradeoffs 
and incur costs.
This project consists of a video game 
concept of my design that exemplifies a real-
life simulation in which the player embarks 
on a farming career and has to make choices 
throughout the game that affect where the 
game will go to next. 
Methods
• A challenge throughout this game 
concept design process was to make 
sure that the game would teach the 
player the desired learning outcomes 
and that the player is actually 
retaining this information by learning 
from past mistakes, while still making 
sure that the game is fun and 
enjoyable for the user. 
• Determined that best way to ensure 
that the player is learning from the 
game was to create a short game and 
emphasize that learning occurs with 
the repetition of the game itself. 
• Created a game design concept 
outline
• Developed a mock game script 
consisting of choices that a player 
would have to make while playing the 
game
Results
Storyline & Characters: 
Deep Roots is based on a story of a 
soon-to-be farmer who unexpectedly
acquired the family farm. 
The farmer has no experience in farming 
but doesn’t want to see his family’s 
legacy fail. 
It’s the players objective as the farmer to
learn the ropes and help the farm rise to the top. 
Overview of Gameplay
Deep Roots is a decision-based game, where each choice affects what happens 
next. 
Game Objectives & Rewards
Decision-making is central to farm management. Each decision has an impact on 
the farm and on the farm household. Even deciding to do nothing is a decision 
and has an impact. The more the farmer is aware of the decision-making 
processes that affect the farm and household, the more sustainable the 
enterprise will be and the more likely it will be profitable and sustainable. 
Learning Outcomes throughout the game:
Overarching Topics:
Agricultural Economics
Sustainable Agriculture
Risk Management 
Flow chart of a series of choices that a player may have to make throughout the course of the game.
Discussion
.
• Deep Roots can be started and 
completed within approximately two 
hours (depending on how quickly 
the player makes decisions). 
• The player may decide that it is best 
to play the game start through finish 
all at once or throughout a few 
sittings. 
• It is encouraged that the player steps 
away from the game a few times 
because when we’re doing 
something else entirely and vaguely, 
sometimes subconsciously, thinking 
about what you are trying to solve.
• Taking a break can create a space 
where our subconscious mind is 
open to inspired action and 
problem-solving. 
• Another aspect of the game Deep 
Roots, is that it is meant to be 
replayed over and over again. 
• It’s designed to entice the player to 
replay after it has been completed 
because it is not likely that the player 
will succeed on their first try. 
• There are many various outcomes to 
the game based on what choices the 
player makes. 
• Many of the outcomes may be 
undesirable and leave the player 
unsatisfied, causing them to play 
again and strategize better the next 
time. 
• The player is encouraged to 
continue to try again in hopes of 
creating a successful and flourishing 
farm. 
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Poster Summary 
 A challenge throughout this game concept design process was to make sure that the game 
would teach the player the desired learning outcomes and that the player is actually retaining this 
information by learning from past mistakes, while making sure that the game is still fun and 
enjoyable for the user.  
 I decided that the best way to ensure that the player is learning from the game is to create 
a short game and emphasize that learning occurs with the repetition of the game itself. Deep 
Roots can be started and completed within approximately two hours (depending on how quickly 
the player makes decisions). The player may decide that it is best to play the game start through 
finish all at once or throughout a few sittings. Deep Roots can be saved and the progress is not 
erased if the player decides to stop and come back to it at a different time. It would actually be 
encouraged that the player steps away from the game a few times because when we’re doing 
something else entirely we often subconsciously think about what we are trying to solve. This 
happens when we take breaks – in other words, it’s creating a space where our subconscious 
mind is open to inspired action and problem-solving.  
 Another aspect of the game Deep Roots, is that it is meant to be replayed over and over 
again. It’s designed to entice the player to replay after it has been completed because it is not 
likely that the player will succeed on their first try. There are many various outcomes to the game 
based on what choices the player makes. Many of the outcomes may be undesirable and leave 
the player unsatisfied, causing them to play again and strategize better the next time. The player 
is encouraged to continue to try again in hopes of creating a successful and flourishing farm.  
 Repetition of actions and activities is used for the player to familiarize themselves with 
how to play the game. In learning in both classrooms and online, repetition is often considered 
boring, yet it does serve a purpose. What makes it boring and what makes learners switch off is 
the same material presented in the same way in the same language. However, layering the 
learning would mean presenting the same material in different contextual circumstances.  
 Timing is crucial. Repetition within the hour, four hours later, next day, 2 days, 4 days, a 
week, all help. Variety in the delivery message, yet aiming at the same hook in terms of 
knowledge is essential. If on top of that you create emotional attachment instances, the chances 
of information being retained become higher.  
 It is important that the player feels compelled to continue to play the game over and over 
again. Replay-ability is vital in the design of my game. My project is not aiming to teach in a 
direct or traditional way (such as lecture slides or definitions). Instead the learning is being 
experienced through learning from the mistakes made throughout the game. Repetition of the 
game creates opportunity to not only learn but to sustain that knowledge over time. 
 
